The first phase of virtual world development has focused on the novel hardware (3-D input and 3-D output) and the graphics demo. The second phase of virtual worlds development will be to focus in on the more significant part of the problem, the software bed underlying "real" applications. The 
.
The second part of building interaction software is to turn the 3-D device's state information into a "dialogue" that is meaningful to our system/application. We need to be able to easily filter out erroneous or unlikely dialogues that might be generated by faulty data from our 3-D input device. We need to generate messages to our virtual world system that execute some meaningful operation, i.e., flying and grabbing. Again, there are some excellent papers on this (Robinett & Holloway, 1992 (Catmull, Carpenter, & Cook, 1993 (Clark, 1976;  Airey, 1990; Airey, Rohlf, & Brooks, 1993; Funkhouser, Sequin, & Teller, 1992; Teller & Sequin, 1991) . There are many partitioning schemes-some of which work only if the world description does not change dynamically.
There is usually a second component to the polygon flow minimization effort and that is the "pixel coverage of the object modeled" question (Clark, 1976 (Gelernter, 1991 (Thorpe, 1987 The networking software architecture of NPSNET-3 is shown in Figure 1 
